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THE ZOOB 


A WIZARD WAS BORED! 


The mad wizard Magewell the Magnificent did an 
experiment and crafted this hyperdimensional cube full 
of just so many organs. Its behavior is unpredictable and 
erratic, so that many an adventurer has been charmed 
by its friendly dolphin side only to be mauled to death 
by its bear side. It’s like a community, with butt wings, 
and the bear gets food for everyone. 


ZOOB 


Large aberration, chaotic neutral 


Armor Class 12 (natural armor) 
Hit Points 37 (5d10 + 10) 
Speed 30 ft., fly 15 ft. 
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PED 662) 


Condition Immunities prone 
Senses blindsight 60 ft. 
Languages — 

Challenge 2 (900 XP) 


Anybody’s guess. When you first encounter a zoob, roll a d6 to 
determine its behavior, per the actions below. 


ACTIONS 


Crapshoot. The zoob moves up to its full speed in any 
direction and rolls to a random face. If it cannot move, it takes 
the action it took on its last turn. 

ils Bear. The bear is possessive and territorial; it guards 
any resources or companions the zoob may have. The zoob 
makes two attacks: one with its bite and one with its claw. 
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target, 
Hit: 8 (1d8 + 4) piercing damage. 
Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one target, 
Hit: 11 (2d6 + 4) piercing damage. 


2. Dolphin. The dolphin is friendly and adorable; the 
zoob gives a target within 5 ft. a fish. The zoob can give up to 
6 fish per day. If no target is within 5 ft., it splashes around 
and eats the fish itself. 


3. Elephant. The elephant is neither hostile nor friendly, 
but stares with its un-forgetting eyes at a target. That target 
must make a DC 10 Wisdom saving throw or spend its next 
action contemplating the horror of what was done to the zoob. 


4. Cat. The cat can be bribed to friendliness with food, 
but is otherwise contrary and mean. The zoob makes two 
attacks: one with its bite and one with its claw. 

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target, 
Hit: 8 (1d8 + 4) piercing damage 

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one target, 
Hit: 11 (2d6 + 4) piercing damage 


5. Oddly Familiar Gorilla Mascot. This face is proud 
and nearly always angry, especially at any creature wielding 
open flame. The zoob makes a barrel attack. 

Barrel. Ranged weapon attack: +5 to hit, range 25/50 ft., one 
target. Hit: 6 (1d6 + 3) bludgeoning damage 


6. Bat. In darkness, the zoob is calm and flies away from 
encounters. In sunlight the zoob is pained and angry, and 
makes a bite attack. 

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target, 
Hit: 5 (1d6 + 2) piercing damage. 


THE BESNIFFLER 


WHY NOT NOSE? 


The Besniffler is the Beholder’s less popular cousin. It’s 
so grumpy because it has to smell all the bad smells of 
the world, especially unwashed adventurers. It’s 

mostly evil, but maybe you could, like, barter with this 
mucousy creature? 


BESNIFFLER 


Large aberration, lawful evil 


Armor Class 18 (natural armor) 
Hit Points 180 (19d10 + 76) 
Speed 0 ft., fly 20 ft. (hover) 


STR DEX CON INT WIS CHA 
10 (+0) 1442 18644 17643) 15(42) 17 (+3) 
Saving Throws Int +8. Wis +7, Cha +8 
Skills Perception +12 


Condition Immunities prone 

Senses darkvision 120 ft., blindsight 30 ft. 
Languages Deep Speech, Common 
Challenge 13 (10,000 XP) 


Farmer’s Hanky. The besniffler’s central nose creates a huge, wet 
sneeze in a 150-foot cone. This sneeze dampens all magic, as in the 
antimagic field spell, including the besniffler”s nose rays. At the start 


of each of its turns, the beholder decides which way the cone faces and 


whether the cone is active. 


ACTIONS 


Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 14 
(4d6) Bludgeoning damage 


Nose Rays. The besniffler shoots three of the following magical 
snotty, sniffly nose rays at random (reroll duplicates), choosing one to 
three targets it can see within 120 feet of it. 
1. Snot Rocket. The targeted creature must succeed on a DC 16 
Dexterity saving throw. On a failed save, the target’s speed is halved 
for 1 minute because of all the mucous. In addition, the creature can't 


take reactions, and it can take either an action or a bonus action on its 
turn but not both. The target can repeat the saving throw at the end of 


each of its turns, ending the effect on itself on a success. 
2. Allergy Ray. The targeted creature must succeed on a DC 16 
Constitution saving throw or gain vulnerability to poison damage for 


1 minute. The target can repeat the saving throw at the end of each of 


its turns, ending the effect on itself on a success. 

3. Yuck Ray. The targeted creature must succeed on a DC 16 
Wisdom saving throw or be grossed out for 1 minute. This effect is 
identical to the fear condition. The target can repeat the saving throw 
at the end of each of its turns, ending the effect on itself on a success. 

4. Sickening Ray. The targeted creature must make a DC 16 
must make a DC 16 Constitution saving throw, taking 18 (4d8) 
poison damage on a failed save, or half as much on a successful one. 
The target is then poisoned for 1 minute. 
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5. Sneeze Ray. If the target is a creature, it must succeed on a 
DC 16 Strength saving throw or the besniffler blows it 30 feet away 
from itself in a straight line, or inhales it 30 ft. toward the besniffler. 
In either case, the target is restrained by fine particulates of snot until 
the besniffler’s next turn, or until the besniffler is incapacitated. 

If the target is an object weighing 300 pounds or less that isn’t being 
worn or carried, the besniffler moves it up to 30 feet either toward or 
away from itself. The besniffler can also draw objects toward this 
nose and exert fine control over them using this ray. 

6. Too sick to get up today Ray. The targeted creature must 
succeed on a DC 16 Wisdom saving throw or fall asleep and remain 
unconscious for 1 minute. The target awakens if it takes damage or 
another creature takes an action to wake it. This ray has no effect on 
constructs or undead. 

7. Snot-ification Ray. The targeted creature must succeed on a 
DC 16 Wisdom saving throw or be transformed into an ochre jelly, as 
in the polymorph spell. The target can repeat the saving throw at the 
end of each of its turns, ending the effect on itself on a success. 

8. Corrosive Snot Ray. The targeted creature must make a DC 
16 Dexterity saving throw. On a failure, any non-magical weapon the 
creature is carrying takes a permanent and cumulative -1 penalty to 
attack roll, and any non-magical armor the creature is wearing takes a 
permanent and cumulative -1 penalty to armor class. If either penalty 
reaches -5, the item is destroyed. 

9. Deadly Snot-ification Ray. If the target is a creature, it must 
succeed on a DC 16 Dexterity saving throw or take 45 (10d8) force 
damage. If this damage reduces the creature to 0 hit points, its body 
becomes runny, disgusting snot. If the target is a Large or smaller 
non-magical object or creation of magical force, it becomes runny, 
disgusting snot without a saving throw. If the target is a Huge or 
larger object or creation of magical force, a 10-foot cube of it 
becomes runny, disgusting snot. 

10. Big Ol’ Snot Rocket. The targeted creature must succeed on a 
DC 16 Dexterity saving throw or take 55 (10d10) necrotic damage. 
The target dies if the big ol’ snot rocket reduces it to 0 hit points. 


LEGENDARY ACTIONS 


The besniffler can take 3 legendary actions, using the Nose Ray 
option below. It can take only one legendary action at a time and only 
at the end of another creature's turn. The beholder regains spent 
legendary actions at the start of its turn. 

Nose Ray. The beholder uses one random nose ray. 


PRINTABLE MINIATURES 


INSTRUCTIONS 


Print page 5 of this document on standard 8.5''x11" size paper. For best results, use heavy-weight paper or cardstock. 
e Cut along the black lines 
e Fold along the gray lines so that the paper creates an inverted "T" shape as in the image below. 
e Tape across the bottom of the miniature if necessary. 
e The Zoob and the Besniffler have some tricky appendages, making them a bit wider than the 2" square 
recommended for large creatures. For mechanical purposes, consider them positioned only within the 
footprint. 


MINIATURES 


ADDITIONAL RESOURCES 


Create your own papercraft miniatures at home! Click the image below to 
download a free Word (.docx) template from Scintilla.Studio: 
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Papercraft Miniatures 


Printable Templates 


by Scintilla Studio 


Visit my author page on the DM's Guild to view these other fine DED materials: 


The Contract Fighters} 


A Re-playable One Shot Adventure 


of the Forgotten Realms ® 
Three Martial Subclasses for 5th edition 
includes features, weapons, & creatures 
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CS Lucas red Luke Bullis pr 
The Contractis a re-playable one-shot Three martial subclasses based on the 
with 1,056 possible combinations. The Fighters of the Forgotten Realms book 
DM rolls for key plot points like combat series: Ghostwalker, Master of Chains, 
encounters and surprise endings; players and Son of Thunder. 


roll at the beginning of the game for 
secret objectives that connect their 
characters to the story. 

The Matriarch of a harbor town knows that 
tonight, something evil and powerful will 
come to kill her Heir. So she hires a party of 
capable adventurers with a simple directive: 
“My Heir lives until morning.” Can you 
survive the night? 


